Precautions 


Do not touch the surface of the disc when handling — hold it by the edge. ¢ To keep the disc clean, wipe gently with a soft cloth. 
Keep the disc scratch free. ¢ Keep the disc away from extremes of temperature, direct sunlight or exposure to excessive moisture. 
Never use a cracked or warped disc or one that has been repaired using adhesives. This could lead to operating problems. 


Health Warning 
WARNING: READ BEFORE USING YOUR COMPUTER GAME 
Avery small percentage of individuals may experience epileptic seizures when exposed to certain patterns or flashing lights. Exposure 
to certain light patterns or backgrounds on a monitor while playing computer games may induce an epileptic seizure in these 
individuals. Certain conditions may induce undetected epileptic symptoms even in persons who have no prior history of seizures or 
epilepsy. If you, or anyone in your family, has an epileptic condition, consult your physician before playing. If you experience any of the 
following symptoms while playing a video game: dizziness, altered vision, eye or muscle twitches, loss of awareness, disorientation, 
any involuntary movement, or convulsions, IMMEDIATELY discontinue use and consult your physician before resuming play. 


Piracy Notice 


Copying commercial games such as this, is copyright infringement and a criminal offence. 
Copying and re-supplying games can lead to a term of imprisonment. 
Think of a copied game as stolen property 


This Codemasters game is protected by the FADE™ protection system. If you purchase an illegal copy of the game, you will be 
able to play it - but not for long. As you play, the gameplay of a pirated copy will degrade. 


Make sure this doesn’t happen to you. 
Purchase only genuine software at legitimate stores. 


If you are aware of illegal copying or illegal distribution of games and want to help stamp out piracy, please telephone the 
ELSPA HOTLINE in strictest confidence on 


0870 513 3405 


or provide information anonymously at 


www.elspa.com 


Worms 4: Mayhem © 2005 Team17 Software. Developed by Team17 Software. Team17 Software and Worms 4: Mayhem are trademarks or registered 
trademarks of Team17 Software Limited. Original Concept Andy Davidson. Published and distributed by The Codemasters Software Company Limited 
(“Codemasters”). “Codemasters”® is a registered trademark and “GENIUS AT PLAY”™ is a trademark of Codemasters. All other copyrights or 
trademarks are the property of their respective owners. Unauthorised copying, adaptation, rental, lending, re-sale, arcade use, charging for use, 
broadcast, cable transmission, public performance, distribution or extraction of this product or any trademark or copyright work that forms part of this 
product is prohibited. This product contains software technology licensed from GameSpy Industries Inc. All rights reserved. © 1999-2005 GameSpy 
Industries Inc. All rights reserved. GameSpy and the “Powered by GameSpy” design are trademarks of GameSpy Industries Inc. All rights reserved. 
Published by Codemasters. 
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Place the Worms™4: Mayhem disc in your DVD drive and close the disc tray. Wait a few 
seconds for the drive to initialise. If you have Autorun enabled on your PC, Worms™4: 
Mayhem will automatically begin to install. If you don't have Autorun enabled, go to the 
Windows® Start Menu and select RUN. Type D:\setup (replace 'D' with the letter of your 
DVD drive) and hit ENTER. 


The installation program will initialise; follow the on-screen instructions to progress 
through the installation. Worms”4: Mayhem requires the presence of DirectX 9.0c on your 
system. You will be given an option to set up DirectX 9.0c during installation if required. 
In addition, the game requires video drivers compliant with OpenGL v1.5. If necessary, 
these can be obtained from your graphics card manufacturer's website and installed 
following their instructions. 


During installation, you will also be given the opportunity to register your game online. 
This is not a requirement - you can register your game at any time following installation at 
www.codemasters.co.uk/register. 


If you are using a dialup connection to access the Internet, but do not have this configured 
to activate automatically on request, you may need to initiate your connection prior to 
beginning installation if you want to register online. 


It is advisable to have no other programs (other than those required to access the 
Internet) running on your PC during installation. 


Everyone's favourite invertebrates are back and 
it's time to pull out the big guns. It's more than 
mayhem, more than war; it's total WORMAGEDDON. 


Go head-to-head (if you can work out which end IS the 
head) against the computer or your mates, and do your 
level best to blow the earth out of your rivals. 


When the battle's this crazy, it can only mean one thing 
- the return of Worms! 


Your game is saved automatically when you unlock new stuff as you progress through the 
game. When you load the game, your game progress and all the things you've unlocked are 
loaded too. 


Getting Around (in 3rd Person View) 
Slither forwards / backwards: .. ....[w]} 7 Cs] 
Steer worm while moving: mouse @™ or /(e) 
mouse #4 @»> 


Look around: 


Centre on worm:.. 


Worm select: ... 
Zoom in & out:.. 
Worm info: 
Jumping 
GQQUIEK: JUMP tississs.ssaxior.senctnrtsesdranitraracsnareteeescumetaoee Space Bar 


Vertical jump: 


= 


Jump while moving for extra distance: + [space sar | 
Steer while jumping: J+ W/7GJ/7)7C) 
Figher jump sescissesiciwasaviaiwssstancoanseessiesecaatscstavec 2x 
Weapon Selection* 


Open weapon panel: 
Select weapon: 


right-click 
.left-click weapon in weapon selection panel 


Fire weapon: left-click or left-click-and-hold to power up 
(depending on weapon) 

SOCONdArY Fire! .cecssseessssssssssssseesseccnsssssssesseesssseseeeeeessnss 

Views* 

St Person VieW! cauisncsiiaiascnanascnauatacies [9] 

BURRS Vi GW css ciases cedescassessaauecasssssoaacontussconatentanentseatienan (E] 


*For more information on specific weapon controls and views, 
check out The Weapons of Worms and Views in this manual. 


Navigation 


Select menu item... left-click item 


left-click tick or press RETURN 
a 


Pause game and continue, quit mission 
or restart from the beginning: 


Net chat: 


(J during missions 


Note: controls can also be redefined in the Controls section of the Options Menu. 


1) Radar 


The Radar shows where all the worms and 
items on the map are. The colour of the 
dots matches your team colours. 


2) Wind Meter 


The Wind Meter gives you an idea how much 
the forces of nature are going to affect 
your shot. The arrow shows the direction 

of the wind and the number indicates its 
strength. See “The Weapons of Worms" for 
more information. 


3) Power Meter 


You can adjust the power of some of your 
weapons (see “The Weapons of Worms"). 
This is shown on the Power Meter. 


(4) Weapon Elevation 


This arrow shows how high in the sky you're 
aiming your weapon. 


5) Team Status 


Shown in between turns, these status bars 
indicate how you and your competition 


compare. When your Team Status bar is 
empty, the gardener's spade of death has 
chopped your sorry butt in two - game over. 
See “Health is Happiness" for more info. 


Otuen Time/Game Time 


Make your move before the timer hits zero, 
or the turn passes to your rival. Also shown 
is the total time for the game. When this 
reaches zero, you'll enter Sudden Death 

(if enabled) - see “Playing the Game". 


7) Worm Health 


The number shows the health your current 
worm has left - see “Health is Happiness”. 
The bars are a mini version of the Team 
Status bars (5) so an indication of how 
you're doing is always on screen. 


6 Current Weapon / Utility 


This is the weapon or utility you currently 
have selected. Go to “The Weapons of 
Worms" and “Utilities” for more details. 


ig the Game 


There's loads to do in Worms™4: Mayhem and veterans of the worm wars will want to explore 
straight away. But for rookies, here's a quick guide to how the game is played... 


Whatever the game mode you've chosen, the method of gameplay is the same. The game is 
turn-based: you move a worm, possibly using a Utility if available (see “Utilities"), and/or 
unleash a weapon, then your opponent (CPU or player controlled) does the same. 


Each turn one of your worms gets to move, use a Utility and/or fire a weapon. If you have 
the Worm Select enabled (you can turn this on and off in the Game Style Editor - see 


Customise), you can change the worm that gets selected, otherwise it will simply be the 
next worm in turn - see Utilities. 


The game ends when one team has met the winning conditons for the game or has pounded 
the other into worm paté. Simple! 


Hot Seat Time 


Hot Seat Time is a small time lapse between turns to allow you to pass the controller to the 
next player. You can cancel this at any time by pressing any key. 


Sudden Death 


When you've run out of game time, you enter Sudden Death (except in Destruction or 
Statue Defend game types). When this happens, the rules you've set up in the Game Style 
(see Customise > Create Game Style) for Sudden Death come into play to ensure that one 
team emerges the victor. 


If you're going to show those enemy mud-munchers who the daddy really is, you're going to 
have to hang on to your worms' health... 


Worm Health 


When each worm is active, its health is shown on screen under the Current Weapon / 
Utility - see “The Game Screen". Falling too far, enemy attacks, mishandling explosives 
and accidental friendly fire will remove a varying number of health points from your worm. 
When all your worm’'s health points are gone, so is its life. Boo hoo. 


Your worms can get a health boost or protect themselves from excessive damage by picking 
up Health or Armour Crates - see “Crates”. 


Note: if worms fall into water, they're fish food - like they weren't anyway, heh! 


Team Status 


The Team Status Bar shows your overall team health. When this is empty, you and your 
worms are history. 


Select this to get into a game with 1-4 players on a randomly generated map, with a random 
team against the CPU for 1 player or against each other for 2-4 players. 


Get to grips with playing Worms™4: Mayhem with these full tutorials. From moving and 
jumping to the weapons you'll use, it's all here. 


This is the heart of single-player worming; complete the four available base missions 
to unlock the final mission for that group. Complete the final one to move on. 


Go up against your friends in a head-to-head wormish (skirmish, geddit?). Choose the game 
type - select “Game Rules" to see what each option does, then select or set up teams for 
the coming battle - see “Customise”. For Deathmatch - the commonest game type, select 
the team names to set the number of worms per team (max 6 per team / 16 per game), 
team alliances and health handicap. Set teams to the same colour for them to be allied or 
to different colours for them to be enemies. Finally, select the landscape and game style, 
and maybe even try your luck on the Wormpot, then head into battle. Follow the options on 
screen for other game types. 


The Wormpot 


The Wormpot is a great way of generating random game 
modes. Select the lever (1) to spin the reels. Each reel 
represents one element of gameplay variation, 

i.e. the first reel might give you low gravity, the second 
might give you extra weapon drops, etc. The Wormpot can 
give over 10,000 different combinations. 


Click the nudge buttons (2) on the Wormpot to pick your 
own modes if you don't like the random set. 


If you're not sure what the mode shown is, click the Wormpot information 
button (3), and click the cancel button (4) to cancel all selected modes. 


Take a Challenge to try out a specific element of the game. Alternatively, test your mettle 
in a Deathmatch Challenge - complete one to unlock the next. There's loads to 
play so keep going until you've mastered them all! 


Create Team 


When you go into battle, you'll want to create your own personalised army of worms. The 
Team Design menu is the place to do it! 


First, choose whether the team will be player-controlled (“Human Player"), or by the CPU. 
The CPU levels shown indicate how intelligent they will be in the fray. When you've done 
this, you'll be taken to the Team Design screen. 


On the first page, give each of your little heroes a name. Select a worm slot, then enter its 
name. When you've finished, move to page 2 (1) of the Team Design screen. 


Now you get to make your team look and sound funky, fearsome, or just plain foolish! 


Soundbank: Choose a soundbank (2) for your 
team. There's a whole range of 
voices to choose from and even 
more when you've bought them 
from the Item Shop; select the 
“Test Speech" icon to try out each 
one, and select the voice you want. 


Head/Eyes/ Use these settings (3) to change 

Face/Hands: every feature of your worms. 
Each change is shown on the worm 
on the left of the screen (4). 


Finally, move to page 3 (1) of the Create Team screen to choose your team's flag, grave 
marker and team weapon - see “Create Weapon" and “The Weapons of Worms" > “Team 
Weapon" for more info. 


When you've finished creating your team, click the tick at the bottom of the Team Design 
screen and give your team a name. You can always come back later and make changes by 
clicking “Edit Team" on the Customise screen. Choose “Delete Team" to ditch 

the whole team and start over. 


Create Weapon 


Yay! In Worms”4: Mayhem you get to create your 
very own super weapons. Use the options on the 
right of the screen (1) to set up your weapon's specs 
including the type of weapon, what it looks like and 
the sort of damage it'll do. Make sure you check all 
the available pages (2) to access every the option. 


But wait a minute. Don't be silly. 
You can't just set everything 
to maximum and create 

the ultimate-super-mega- 
carnage weapon. 

The gauge on the left (3) 
shows the sort of pressure you're putting on 
the weapon maker. If it's in the red you won't 
be able to save your weapon, let alone use it in 
battle. That would be just too dangerous! 


If it doesn't shape up, you can always 
come back and tweak it later by clicking 
“Edit Weapon" on the Customise screen. 
If it turns out that you might as well 
have made a pile of scrap metal, you 
can delete your creation here too 
(unless it's in use by a team). 


Create Game Style 


Not only can you create your own customised 
worms and weapons, but now you can make 
the whole game your very own with the Game 
Style Builder. 


There's six pages (1) crammed with options. 

You can alter the wind speed, the regularity that 
crates drop, the amount of weapons available and 
a whole host of other options. Explore the Game 

Style Builder and create your own unique Worms 

experience. Have fun! 


Don't forget, you can always change your 
creation by selecting “Edit Screen" from the 
Customise screen or kill a game style using 
“Delete Game Style". 


twork Play 


In Worms™4: Mayhem you can make the battle truly global with Internet and LAN 
multiplay. To set up a LAN or Internet multiplay game, select “Network Play" on the 
Main Menu. 


Next either click “Local Network" for aLAN game, or “Internet” to fight it out across 
the Net. 


On the Network Play scren, all games running that you can join are shown in the Game 
List on the right of the screen. To start your own game, click “Create Game". 


Joining a Game 


In the Game List, highlight a game to look at its 
details, then click it to go to the Lobby for that game. 
Simple as that! 


Hosting a Game 


Use the Game Settings to make a game according to 

your specifications. If you want to choose a map, click 

the landscape thumbnail on the left. If you're playing a 
Deathmatch or Survivor game type, you can also access 
the Wormpot to create your modes. When you're ready to 
get going, click the tick to go to the Lobby for your game. 


The Lobby 


In the game lobby, click “Select a Team" (1) 
under your nickname to choose one of your teams 
of worms to thrust before you into battle. 


If you're hosting a game you get some extra 
options. Click a team name to set the number 
of worms, team alliances (by matching team 
colours) and health handicap/boost. You can 
also remove a team from the game by selecting 
“Remove Team". 


When the battle's set up, click the grenade (2) 
to enter the fray! 


Chat 

While you're in the Lobby, you can click “Join Chat" (3) to enter the chatroom and talk 
to all of the players in the game you've joined. Simply type a message in the chat box on 
screen and press ENTER to send it it. Click a player name in the chatroom to send them 
a private message in the same way. When you've finished in the chatroom, click “Return” 
to go back to the Lobby screen. 


How To Play Worms™4: Mayhem in GameSpy Arcade 


You can play Worms”4: Mayhem online through GameSpy Arcade, which comes conveniently 
bundled with the game. If you haven't done so already, insert your Worms™4: Mayhem disc 
and install Arcade now. Then, to play Worms™4: Mayhem online, just follow these simple 
instructions: 


Launch GameSpy Arcade and Go to the Worms™4: Mayhem Room: Click on the GameSpy 
Arcade link in your Start Menu. When the software starts, you'll see a list of games and 
more along the left-hand side. There's plenty to do, but there's time for that later: Click on 
the Worms™4: Mayhem button on the left to enter the Worms”4: Mayhem room. 


Find and Join a Worms™4: Mayhem Server: Once you're in the Worms”4: Mayhem room 
you can meet or greet other players and find servers. The top half of the application will 
list all of the available servers, including the number of people playing and your connection 
speed (measured by something called “ping.” The lower your ping, the better.) Double-click 
ona server of your choice to join. Worms™4: Mayhem will launch and automatically connect 
you to the server you selected. Let the battle commence! 


Problems? 


If you have problems using Arcade, whether installing the program, registering it, or 
using it in conjunction with Worms”4: Mayhem, consult our help pages, located at http:// 
www.gamespyarcade.com/help/ or e-mail us by using the form located at http://www. 
gamespyarcade.com/support/contact.shtml. 


@ Control Options: edit the game controls, and 
invert X or Y axis control. 


@ Sound: adjust the volume of the 
various sound elements in the 
game. 

© Language: select the language displayed 
on screen. 

4.) Credits: check out the team that 


created Worms”4: Mayhem. 


Mmm treasure! As you progress through 
Worms”™4: Mayhem and meet certain goals 
(shown on the left of this screen) you'll 
unlock trophies that proudly proclaim your 
achievements. Check ‘em out here. 


The more you play Worms”4: Mayhem, the 
more coins you'll earn. The more coins you 
earn, the more customisations you can buy 
in the Item Shop to bolt onto your worms, 
not to mention new multiplayer and quick 
game maps. There's some waaay cool stuff 
here, so keep playing, keep unlocking items 
and keep shopping to make your worms the 
envy of your friends! 


There are three separate views in the 
game to help you get the most from your 
annelid army. Use them tactically to move 
your worms and target your weapons. 
Although some views are better than 
others for some actions in the game, 
you'll want to experiment to find out what 
works best for you. The various views are 
as follows: 


Main View 


This is the default view. Use this for 
moving your worms. 


The mouse pans, rotates and tilts the 
camera so you can get a good look around. 
Use the mouse wheel to zoom in and out. 


Blimp View 


Hold (EJ to get to Blimp View. This view 
is great for getting a full overview of the 
map, and for targeting weapons such as 
the Airstrike and the Homing Missile. 


Use the mouse to pan the camera across 
the map, click the middle mouse button 
and drag to rotate it, and use the mouse 
wheel to zoom in and out. 


Ist Person View 


1st Person View is accessed by holding (9). 
Look around from your worm’s perspective 
using the mouse. 


This view's perfect for aiming your 
projectile weapons (1st Person View will 
change to your sniper scope when you have 
a sniper rifle equipped). Click the left 
mouse button or RETURN to fire as normal. 


Choosing a Weapon 


When it's your turn to go, click the right mouse button to check out 
the weapons available to your wriggly warriors (the number in the 
bottom-left shows how many of each weapon you have). 


Left-click a weapon to equip it. Delayed items are dimmed - the 
number shows how many turns remain before the item can be used. 
Leave the mouse cursor over an icon for some extra info about 
that item. You can aim and fire a weapon in any of the views; the 


descriptions below mention the best view to use. 


a 
B 
& 


Ww 
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Bazooka 

The bazooka's almost always in plentiful supply and forms one of the most 
basic elements of your everyday arsenal. In ist Person View, use the mouse 
to aim your shot. Note the elevation, wind direction and speed as these will 
affect how your shot pans out. When you're ready to fire, hold down the left 
mouse button to increase the power and determine how far the shot will go, 
then release to fire. 


Hand Grenade / Holy Hand Grenade 

Another stock item for every well-armed worm, the grenade is aimed in 
exactly the same way as the bazooka. Prior to throwing you can set the 
grenade's fuse in seconds by pressing [1 ]|- [5] - useful if you want it to 
explode mid-air. The holy hand grenade works exactly the same way but has 
no timer - it will only detonate when it comes to rest; the excess damage it 
deals is simply divine - hallelujah! 


Poison Arrow / Gas Canister 

Deploy these just like bazookas and hand grenades. Get your hit close to an 
enemy to watch them gag their way free of a choking cloud of poison gas. 
Marvellous. 


Cluster Bomb / Banana Bomb 

It's not so much the bomb itself that does the damage, as the bomblets 
hidden inside the main shell. Target in the same way as a normal grenade, 
but go for groups of worms for maximum team carnage. 


Homing Missile 

The homing missile is aimed and fired in much the same way as the bazooka, 
but use Blimp View or ist Person View to get the best shot. Go to either of 
these views and use the mouse to aim at an enemy, then left-click to lock 
the target. Return to Main View and adjust the elevation of the shot before 
firing. Make sure you give the missile enough air for the homing device to 
kick in. 


Shotgun 

A deadly weapon in the right hands with up to two shots in one turn. 

Be careful though - get too close to your foe and you may get caught in 
the blast. If this happens on the first shot, or your worm gets hurt or falls 
between shots, your turn will end and you won't get to use the second shot. 
Get the best shot in 1st Person View. 


Mine / Dynamite 

Go to the place where you want to drop your device (Main View) and 
press the left mouse button - if this is right next to an enemy worm, well 
shame on you! Mines will start counting down (the mine effect is random) 
whenever an enemy comes into range. Dynamite and mines are ona set 5- 
second fuse from when you drop them, so clear the decks sharpish! 


Sniper Rifle 

Ahh, the beauty of the long-range sharp shot! Go to ist Person View to 
access the sniper rifle's scope and zero in on that poor unsuspecting sap 
using the mouse wheel to zoom in and out. It takes a steady hand to get 
the shot dead-on - aim with the mouse and when you're sure of a hit, press 
the left mouse button. 


Fire Punch / Baseball Bat 

Stand next to your enemy and press the left mouse button 
- agood strong thwack could send your 

target flying across the map. 


Prod 

Fisticuffs and firearms are one thing, but giving your enemy the finger just 
to tumble them over the edge of a cliff, well that's plain rude. Stand next 
to an enemy who's ina precarious position and left-click. 

Prod - the ultimate insult! 


Air Strike 

Go to Blimp View, then use the mouse to target the strike. Click and drag 
with the middle mouse button to rotate the direction of airstrikes. Finally, 
left-click to dump your load on the unsuspecting foe. 


Sheep 

Left-click to send your kamikazi sheep skipping in the direction you're 
facing. When he's reached his destination, left-click again to set of f his 
explosive. Don't leave him running around too long or he'll detonate himself 
in a fit of chop-suicide! 


Old Woman 

This grumbling granny shouldn't be let out on her own, but you can left-click 
to send her on her arthritic way. Steer her with |w}/|[s]| / [A] /([]}, but 
watch out, she's not the most continent of old dears - left-clicking again will 
make her explode in a poison cloud of cabbage-scented flatulence. If she can 
make contact with an enemy worm before her botty gets the better of her, 
there's a good chance she'll thieve one of their weapons. 


Inflatable Scouser 

Calm down, calm down! It's not worth getting all blown up over! Erm... 
actually...it is. Left-click to send the shell-suited scoundrel towards your 
enemy, steering with [w] /(s] / [4] /(e]. When he encounters an enemy 
worm, he'll grab hold, over-inflate himself and carry the poor sucker into the 
upper atmosphere where he's at the mercy of the wind, before dropping him 
for fall damage. 


Super Sheep 
Is it a bird? Is it a plane? No, it's a pot roast with delusions of grandeur. 
Left-click to launch your lamb in the direction you're facing, then left-click 
again for a quick change into his airbourne alter ego. Next, use [w] /|[s] / 
/ [0] to steer his flight into the enemy. 


Tail Nail 

Choose Tail Nail to reduce an enemy worm to no more than a piece of 
hardware. Get up close and personal and then hammer your victim into 
the ground. Though he can still use certain weapons, he can't move unless 
released by the destruction of the land holding him in place. 


Starburst 

“There's a star worm floating in the sky..." as the song goes, but if you look 
carefully, you'll see he’s really strapped to a great big rocket and heading 
for the enemies. Select Starburst and left-click to launch your worm 
skyward. Steer with [w] / Ls] /[4]] / Lo] and aim for a target. The explosion 
will deal serious damage to your enemies, and result in the martyrdom of 
your ‘volunteer’. 


Team Weapon 
Each team can have their own Team Weapon. See “Create Weapon" in the 
Customise section for more information. 


Utilities 


Icarus Potion 

Left-click to glug back a bottle of Icarus Potion then press SPACE to 
jump into the air. Repeatedly press SPACE ina even rhythm to stay aloft 
and steer your flight using wy 7 Ls} / [Aj 70]. Be careful not to lose your 
stroke though or, like the boy who flew too near the sun, the fall from 
such lofty heights could kill you. 


Bubble Trouble 

It's a magic bubble machine! Any worms inside the main bubble are safe 
from harm until built-in obsolesence makes the machine break down. In 
the meantime, there's nothing to stop them firing weapons from inside, nor 
anything to stop an enemy coming in to get them from close up. Select it 
and left-click to activate. 


Girder 

Use the girder to patch up holes, create platforms and bridge gaps for 
your worms. Select it, then use |w]] /[[s}/ [A] / Lo] to adjust its position 
and |(Q]] & (E]] to set its height. Left-click to fix it in position. 


bis 


Jet Pack 

Everyone should have their own jet pack, especially when you want to get 
to high or distant places. Hold the left mouse button to fire the thrusters 
and use the mouse to steer. You can also press (secondary fire) to 
drop certain weapons on enemies below. 


Ninja Rope 

Handy for getting to hard to reach places or grabbing tricky crates. Left- 
click to shoot the Ninja Rope and anchor it onto an object within range. 
Use [.z]] & [x] to swing the rope and [a] /[[E]] to lengthen and shorten it. 
Left-click again to detach it. See what else you can grab too! 


Parachute 

The parachute's great for getting down from high places. Equip it then 
launch _your_ worm into the air and the parachute will deploy. Steer 
using rw] /\s}/{aj)/|[o]) You can also press (secondary fire) 


to drop certain weapons on enemies below. 


Skip Go 

When you've done all you can and there's time left in your turn, 
you can speed things up by selecting 

“Skip Go" from the Utilities. 


Worm Select 

Choose “Worm Select" from the Utilities and press to switch 
between each of your worms. As soon as you move or otherwise use that 
worm, it becomes selected and can act. You can do this as many times in 
your turn as you like, so long as you have time, Worm Selects available in 
your Utilities bank and haven't already used a Weapon. 


Surrender 
The name says it all, but only the weakest of the weak 
wave the white flag! 


Like manna from heaven, goodies tumble from the sky or teleport onto the map to help you 
on your destructive way. There are four types of crate: 


Weapon Crates 


The armaments inside Weapons Crates are often rather more powerful than 
your standard issue toys, so make sure you pick them up for the maximum 
advantage. 


Health Crates 


Grab ‘em quick to top up the health of the worm doing the collecting. 
Health Crates will also remove the effects of gas or poisoning from the 
worm. 


Utility Crates 


These crates hold utility items as outlined in the “Utilities” section. When 

a worm picks these up, they're added to your inventory for use at any time. 
Also contained in these crates are Instant Utilities that come into effect 

as soon as they're picked up: 


Armour 
Increase the resistance of the worm doing the collecting. 


Crate Spy 
Instantly reveals the contents of all crates on the map. 


Double Time 
Double the amount of the time remaining in your turn. 


Double Damage 
Double the damage of any weapon strike for a single turn. 


Mystery Crates 


Open the box or don't open the box, it's up to you. 
But beware, the contents might do you 
just as much harm as good. 


THE CODEMASTERS SOFTWARE COMPANY LIMITED 
SOFTWARE LICENSE AGREEMENT 


IMPORTANT - READ CAREFULLY: THE ACCOMPANYING PROGRAM 
(WHICH INCLUDES COMPUTER SOFTWARE PROGRAM, THE MEDIA 
AND RELATED DOCUMENTATION IN PRINTED OR ELECTRONIC 
FORM) IS LICENSED TO YOU ON THE TERMS SET FORTH BELOW, 
WHICH CONSTITUTES A LEGAL AGREEMENT BETWEEN YOU AND THE 
CODEMASTERS SOFTWARE COMPANY LIMITED. (“CODEMASTERS”). 
BY INSTALLING OR OTHERWISE USING THE PROGRAM, YOU AGREE 
TO BE LEGALLY BOUND BY THE TERMS OF THIS AGREEMENT WITH 
CODEMASTERS. IF YOU DO NOT AGREE TO THE TERMS OF THIS 
AGREEMENT, YOU ARE NOT AUTHORIZED TO USE THE PROGRAM 
AND YOU SHOULD RETURN THE PROGRAM TO THE VENDOR FROM 
WHICH YOU OBTAINED THE PROGRAM AND REQUEST A REFUND. 


THE PROGRAM is protected by the copyright laws of England, 
international copyright treaties and conventions and other laws. The 
Program is licensed, and not sold, and this Agreement confers no 
title or ownership to the Program or any copy thereof. 


1. Limited Use License. Codemasters grants you the non-exclusive, 
non-transferable, limited right and license to use one copy of the 
Program solely for your personal use on a single computer. 


2. Ownership. All intellectual property rights in and to the Program 
(including but not limited to video, audio and other content 
incorporated therein) and title to any and all copies thereof 


are owned by Codemasters or its licensors, and you receive no right 
or interest therein other than the limited license in paragraph 1 
hereof. 


YOU SHALL NOT: 
* Copy the Program. 


* Sell, rent, lease, license, distribute or otherwise transfer or make 
available to any other person the Program, in whole or in part, or 
use the Program or any part thereof in any commercial context, 
including but not limited to using in a service bureau, “cyber 
cafe”, computer gaming center or any other commercial location 
in which multiple users may access the Program. Codemasters 
may offer a separate Site License Agreement to permit you to 
make the Program available for commercial use; see the contact 
information below. 


* Reverse engineer, derive source code, modify, decompile, 
disassemble, or create derivative works of the Program, in whole 
or in part. 


* Remove, disable or circumvent any proprietary notices or labels 
contained on or within the Program. 


LIMITED WARRANTY. Codemasters warrants to the original 
consumer purchaser of the Program that the recording medium on 
which the Program is recorded will be free from defects in material 
and workmanship for 90 days from the date of purchase. If the 
recording medium of a product is found defective within 90 days 
of original purchase, Codemasters agrees to replace, free of charge, 
such product within such period upon its receipt of the Product, 
postage paid, with proof of the date of purchase, as long as the 
Program is still being manufactured by Codemasters. In the event 
that the Program is no longer available, Codemasters retains the 
right to substitute a similar program of equal or greater value. This 
warranty is limited to the recording medium containing the Program 
as originally provided by Codemasters and is not applicable and 
shall be void if the defect has arisen through abuse, mistreatment, or 
neglect. Any implied warranties prescribed by statute are expressly 
limited to the 90-day period described above. 


EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL 
OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS 
OR IMPLIED, INCLUDING ANY WARRANTY OF MERCHANTABILITY, 
SATISFACTORY QUALITY, FITNESS FOR A PARTICULAR PURPOSE OR 
NON-INFRINGEMENT, AND NO OTHER REPRESENTATIONS OR CLAIMS 
OF ANY KIND SHALL BE BINDING ON OR OBLIGATE CODEMASTERS. 


When returning the Program for warranty replacement please send 
the original product disks only in protective packaging and include: 
(1) a photocopy of your dated sales receipt; (2) your name and 
return address typed or clearly printed; (3) a brief note describing 
the defect, the problem(s) you encountered and the system on which 
you are running the Program. 


LIMITATION ON DAMAGES. IN NO EVENT WILL CODEMASTERS BE 
LIABLE FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES 
RESULTING FROM POSSESSION, USE OR MALFUNCTION OF 
THE PROGRAM, INCLUDING DAMAGES TO PROPERTY, LOSS OF 
GOODWILL, COMPUTER FAILURE OR MALFUNCTION AND, TO THE 
EXTENT PERMITTED BY LAW, DAMAGES FOR PERSONAL INJURIES, 
EVEN IF CODEMASTERS HAS BEEN ADVISED OF THE POSSIBILITY 
OF SUCH DAMAGES. CODEMASTER’S LIABILITY SHALL NOT EXCEED 
THE ACTUAL PRICE PAID FOR THE LICENSE TO USE THIS PROGRAM. 
SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW 
LONG AN IMPLIED WARRANTY LASTS AND/OR THE EXCLUSION OR 
LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO 
THE ABOVE LIMITATIONS AND/OR EXCLUSION OR LIMITATION OF 
LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU 
SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS WHICH 
VARY FROM JURISDICTION TO JURISDICTION. 


TERMINATION. Without prejudice to any other rights of Codemasters, 
this Agreement will terminate automatically if you fail to comply with 
its terms and conditions. In such event, you must destroy all copies 
of the Program and all of its component parts. 


INJUNCTION. Because Codemasters would be irreparably damaged 
if the terms of this Agreement were not specifically enforced, you 
agree that Codemasters shall be entitled, without bond, other security 
or proof of damages, to appropriate equitable remedies with respect 
to breaches of this Agreement, in addition to such other remedies as 
Codemasters may otherwise have under applicable laws. 


INDEMNITY. You agree to indemnify, defend and hold Codemasters, 
its partners, affiliates, contractors, officers, directors, employees 
and agents harmless from all damages, losses and expenses arising 
directly or indirectly from your acts and omissions to act in using the 
Program pursuant to the terms of this Agreement. 


MISCELLANEOUS. This Agreement represents the complete 
agreement concerning this license between the parties and 
supersedes all prior agreements and representations between 
them. It may be amended only by a writing executed by both parties. 
If any provision of this Agreement is held to be unenforceable for 
any reason, such provision shall be reformed only to the extent 
necessary to make it enforceable and the remaining provisions 
of this Agreement shall not be affected. This Agreement shall 
be governed by and construed in accordance with the laws of 
England and you consent to the exclusive jurisdiction of the courts 
of England. 


If you have any questions concerning this license, you may contact Codemasters at: 


The Codemasters Software Company Limited, PO Box 6, Leamington Spa Warwickshire CV47 22T United Kingdom. 
Tel +44 1926 814 132, Fax +44 1926 817 595. 


Technical Support 


Codemasters Website 

www.codemasters.com 

Codemasters’ website contains game patches, FAQs and an online version of our technical 
support knowledgebase. It also has a technical support request form that you can use to 
request assistance with this or any other Codemasters game. 

Email 

custservice@codemasters.com 


Please include your Dxdiag.txt file with a description of your problem. To obtain this file, click 
the START button on your Windows Taskbar, then click RUN. Type 'Dxdiag' in the dialog box 
that opens and click OK. This will display the DirectX Diagnostics screen. To send the results, 
simply click the “SAVE ALL INFORMATION" button and save this as a text (.txt) file. Now 
attach this file to your email. 


Email support is provided 7 days a week. 


Telephone / Fax 


Before calling, ensure that you have checked our website for a possible solution and have 
read the Worms™4: Mayhem help file which can be found on the Worms”4: Mayhem DVD- 
ROM. 


To access the help file: 
1. Double-click on “MY COMPUTER" on your Windows Desktop. 


2. Right-click on your DVD-ROM drive. 
3. Left-click on “EXPLORE”. 
4. Double-click on "README". 


Tel: (from within UK) 0870 75 77 881 
(from outside UK) 0044 1926 487444 


Lines are open: 
1300-1800 Monday, Wednesday and Friday, 
1400-2000 Tuesday and Thursday. 


Please ensure that you are in front of your PC before calling. Your PC should also be on and 
in arunning state (ie. not having just crashed). Calls may be recorded for training purposes. 
Codemasters Postal Address 


Customer Services, Codemasters Software Ltd, 
PO Box 6, Leamington Spa, Warwickshire, CV47 2ZT, UK 


REGISTER YOUR/GAME 


at 
www.codemasters.co.uk/register 
and get your 


FREE | 
HINTS & TIPS 


GUIDE 


plus game news, exclusive ‘access 
to demos, videos, downloads 
and much; much more! 


